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A Gamer Girl’s Account on Interacting with
Feminism in Video Games
Nicole Dowell, University of Kansas
Feminist issues have progressively amplified in several movements on social media, such as the well-known
#MeToo and #BlackLivesMatter movements, yet feminist issues in video games have yet to face large
reformation. I’m a gamer, and I’m a girl—a gamer girl, if you will. My involvement in the gaming community
has bestowed upon me many wonderful interactions, namely sexist comments and conversations with men
in which I am so obviously inferior and foolish. Growing up while interacting with this type of new media,
I’ve been socialized into thinking that my experiences on video game platforms, shared by many other
women in gaming, are normal and no big deal: if you can’t tolerate the pressure from a male-dominated
space, you can leave. Women, people of color, and members of the LGBTQ+ community often shy away
from gaming communities due to interactions like mine, as well as player codes that allow for the use of
slurs and the lack of representation in companies and the games themselves. The more I learn about
feminist issues and how to apply them to my everyday life, the more I yearn for the movement to benefit
the gaming community.
Individuals with internalized misogyny who participate in sexism and gender-related harassment
run rampant in the gaming community. In a space perceived as male-dominated by adults and children as
young as kindergarteners (Richard and Gray 2018, 115), experiences of sexism are not only common, but
expected. While playing the first-person shooter Valorant, a game reliant on voice communications, several
sexist comments (albeit uncreative, such as “go make me a sandwich”) directed toward me have ultimately
pushed me away from the game for good. In the game League of Legends (LoL), I rely on a gender-neutral
gamertag, a lack of voice chat, and the adoption of “bro” language to hide my femininity and dodge sexist
comments and biases. These pesky habits, practiced and normalized by many in my community, push
myself and others to advocate for feminist representation and intolerance of sexism in the gaming
community.
Gamer girls make up almost half of the gaming community at 41% as of 2020 (ESA 2020). Despite
this large proportion, representation in the games themselves are commonly lacking and stereotyped, which
may push away the individuals being threatened to conform to these stereotypes. Richard and Gray (2018)
explain that stereotype threat, or the experience in which audiences perceive a social group negatively based
on aversive stereotypes and lack of diversity, may account for the less influential participation from women
and people of color in gaming communities (121). Specifically for LoL, the professional esports scene does
not cater to participation from women, exemplified by the case of Maria “Remilia” Creveling: the first female
and trans professional LoL player. After just a few weeks into the official 2016 season, Remilia was forced
to leave her team due to the immense amount of sexual harassment, sexist comments, and transphobia
from the team management and the esports community (Seiner 2019). At the time of Remilia’s debut, I was
ecstatic and hopeful that she could break the gender barriers in the professional scene and open the door
to more female pro-players. The misogynistic nature of the gaming community halted the movement’s
progress, and female LoL players have not been recruited into pro-play since.
Advocating for and achieving feminist representation in video games could potentially reduce
sexism and sexual harassment in the gaming community. In first-person shooters, where toxicity between
players is high due to the heavy reliance on voice communications for team coordination, female players
endure much more harassment than the usual trash talking. Kuznekoff and Rose (2012) found that a female
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voice playback received three times as many directed negative comments (e.g., derogatory terms “whore”
and “slut”) than a male voice playback while playing first-person shooter Halo 3 (550). These elevated levels
of harassment toward a female-portraying player can be attributed to male desires to exert power over
women and self-present their heterosexuality (Fox and Tang 2014, 317). Further, studies have found that
conformity with male gender roles and social dominance orientation are significantly correlated with
predicting sexism (Fox and Tang 2014, 317). Likewise, exposure to sexist ideals and tolerance to sexual
harassment reinforce sexist attitudes and behaviors (Fox and Tang 2014, 318), which suggests that feminist
reform in the video game industry could create a healthier environment for gamers of any gender through
female representation and enforcement of anti-sexism and anti-harassment player codes.
Listening to the public discourse on feminist issues in video games, developers for long-standing
video game franchises Tomb Raider and Mortal Kombat have worked to desexualize and provide more
realistic character designs in order to account for female representation. Tomb Raider developers
redesigned female protagonist Lara Croft in the reboot to give her more realistic outfits and body shape,
which received positive feedback from the female gaming community (Liu 2018, 22). In 2019, Mortal
Kombat 11 debuted similar redesigns for its female fighters, heavily reducing the characters’ sexualized
appearances and personalities.
Interacting with video games and the gaming community fuels my passions to challenge sexism
and advocate for feminist ideals. From witnessing the much-too-soon ending of Remilia’s career to
educating my gaming friends on feminist issues they may otherwise dismiss, my participation in the current
feminist wave can be attributed to my involvement in video games. The gaming industry could potentially
become a catalyst for equal representation and a facilitator of education with attention from feminist
movements. As children explore their options for careers and hobbies alike, seeing themselves in video
games could pull their interests toward the gaming industry, where they may pursue higher education in
computer sciences, technical engineering, or game design. As a result, the industries themselves could
transition to employing more diverse teams of fantastic individuals. With more diverse game design teams,
more diverse games, and more diverse audiences, we could positively change the gaming community for
good by reducing exposure to negative comments and stereotyping, smashing the seeds before they’ve been
planted. The feminist movement can and will be successful in the modern digital age, but it must reach all
types of new media. Video games need feminist advocacy to improve on a larger scale, and my generation
is equipped with the media literacy and feminist passion to do so.
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